CONTRACT RUMMY
wild cards at all, but this makes for a much slower moving
game.
The cards otherwise rank as in standard rummy. Ace is
low only and not high, unless the latter is agreed upon
beforehand.
Players cut and low cut deals. Each player receives 10          2
cards every deal, dealt 1 at a time per round.                       The Deal
The remainder of the deck is placed face down to form
a stock, and the top card is turned up to begin the discard
pile.
To meld the cards in one's hand according to the schedule          3
below. Melds are sets and sequences as described in stand-   Objects of
ard rummy, Sec. 4, page 547.                                              the Game
First Deal: The contract is to meld at least 6 cards in two
sets.
Second Deal: The contract is to meld at least 7 cards in
one set and a 4-card sequence.
Third Deal: The contract is to meld at least 8 cards in
two sequences, each in a different suit.
Fourth Deal: The contract is to meld at least 9 cards in
three sets.
Fifth Deal: The contract is to meld at least 10 cards in
two set/s and a sequence, or two sequences, each in a dif-
ferent /suit, and a set.
Sixth Deal: The contract is to meld at least 11 cards in
one sjfet and two sequences, each in a different suit.
Seventh Deal: The contract is to meld three sets, or three
sequences, each in a different suit.
Otlher requirements may be established upon prior
agreement.
Tcf speed play, many play only four, five or six contract
deals and then start over again.
Th$ manner of play is as in standard mriiTny (Sec. 5),         4
except the following:                                                        Tht Pity
If a flayer does not want the top card of the discard pile,
any otheic player may claim it. If more than one player
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